WHAT YOU NEED 

2 D6s + 1 D10 

Standard 78 card tarot deck OR 52 card playing deck and a random number generator 0-21 
Away to track notes and responses 


Separate your minor arcana and major arcana into two piles. 
[Swords / 4, Cups / ¥, Coins / ¢, Wands / #] & [Major Arcana (0-21)] 


[ALTERNATIVE: Random number generator and your favorite tarot app] 
STARTING CONDITIONS 
Your world has certain properties; what are they? Pick or roll 3. If none of them speak to you, write your own! 


1. The universe is balanced on the tip of god’s blade — the milky patch of sky at night is the gleam of his 
sword. 

2. The stars are alive — they are the unhatched eggs or chrysalises of gods, or perhaps their prisons. 

3. The world contains secret sublevels of reality that only the skilled or foolish can travel through — beware 
you do not accidentally become fiction. 

4. Time is inherently malleable, anyone can time travel but few can do so consciously let alone control it 
perfectly. 

5. Everything is a game — mortals are the playing pieces of things beyond the universe and the only way to 
become free is to kill your player and take their place. 

6. There are no gods — they collapsed under the weight of their own existence and traces of their civilization 
can be found throughout the universe. 

7. Magic is innately mortal and cancels out the divine violently wherever they meet. 

8. Dreams are caused by alternate dimensions colliding with our own — everything you see happened 
somewhere else to another you. 

9. The constellations are the aftermath of the war between gods and each grants access to a small fraction 
of that powerscar. 

10. Few gods live as long as the civilizations that worship them — many die unexpectedly, few die peacefully. 


THE SHAPE OF THE MACHINE 


We don’t know what its purpose is, but we can observe the outcomes. Your journey will bring you face to face with 
scarred reality or contagious Knowledge. Each encounter will mark either yourself or reveal a hidden truth of the 
universe. MARKS make you more vulnerable to the mysteries, to gods and monsters, to your enemies. TRUTHS 
make your mind more knowledgeable at the cost of your humanity, your objective realness, and your ability to 
connect with the mundane world. The two must be balanced — if one is ever more than 3 points more than the 
other, it will consume you. 


What are your MARKS? Have you dipped too far into another dimension and came back just slightly “flatter’? Do 
you exist out of sync with time, running 2 minutes too fast or slow? Or is it a physical wound, the reminder of a 
failed assassination? Give them each a name and describe how it has made you vulnerable. 


What TRUTHS have you learned? Have you seen the face of a god? Do you know all the constellation’s secret 
names? Did you watch magic meet the divine in the most explosive of dances? Give them a subject and describe 


how it changes your perception of the world and brings you one step further from the mundane world. 


Some encounters allow you to seek equilibrium. You may exchange MARKS and TRUTHS or be forced to 
transform them. You may choose to keep your original knowledge or scar, adding a new detail to complement it. 


A MOTE IN THE UNIVERSE 


You are the grit crushed between the gears of existence, but even still you have some power. Who are you? For 
quick character background generation try: [Character Creation Speedrun] by Natrix. 


Pick 1 or roll. These function sort of like a difficulty setting and origin point at the same time. Feel free to write your 
own origins, or make even harder starting difficulties! 


1. You were born into this world of mysteries, raised with knowledge that goes unseen by others. You start 
with +1 TRUTH and 0 MARKS. 

2. You are a natural at conquering your enemies, but gaining knowledge has cost you greatly. You start with 
+2 MARKS and +1 TRUTH. 

3. You stumbled into these secrets by accident, a mistake of fate. You start with +1 MARK and +1 TRUTH. 

4. You work as a scholar by day, and by night you seek out monsters to cut your teeth on. You start with +2 
TRUTHS and +1 MARK. 

5. You had an encounter with the mysteries as a child, but the memory of what you saw was lost. You start 
with +1 MARK and 0 TRUTHS. 

6. You are the fool and you have just walked off a cliff. You start with O MARKS and 0 TRUTHS. 


EVENT CARDS 


For each Event you will draw 2 cards, one from the Minor Arcana and one from the Major Arcana. Each suit in the 


Minor Arcana represents a time and subject. 
Cups - The Present, The Emotional 


Wands - The Fire of Creation, The Future 


The Major Arcana are drawn as Clarifying Cards. They represent Trials, Allies & Enemies, and Changes to the 
World. If you’re struggling with a prompt, draw an extra Clarifying Card from the deck to inform your answer. 


Use whatever readings of the cards that speak most to you, whether it’s the traditional Rider-Waite meanings, or 
purely literal interpretations of the images. 


If you get a prompt or Clarifying Card that you don’t like for any reason or makes you uncomfortable, discard it 
and draw another. The game may be inspired by horror, but there’s no reason to give yourself a panic attack for it. 


ONE PATH ENDS, TEN PATHS OPEN 


Whenever your MARKS and TRUTHS become critically unbalanced, or you feel your journey is at an end, you 
may write your final event. This might not always be your destruction or your victory, but perhaps, slipping off into 
a quiet life among the mundane. Or perhaps you are made into something fundamentally opposite the material 
realm, and become a piece of a fairytale, a Shapething in a higher dimension, or just the latest player trapped in a 
universal game. 


For a short journey, | suggest 7 Events plus your final event. For longer journeys, roll 2d6 + 5 to decide how many 
Event Cards you'll draw per play session or per game. You can play in one session or as many sessions as 
needed and as suits your needs. Don’t feel rushed to get it out in one sitting if it’s becoming draining or frustrating 
to come up with an answer to an event. 


Write whatever is most meaningful within the confines of your world, character, and the tone of your journey, even 
if the game would indicate otherwise normally. I’m just a zine, not a cop. 


Game by Nightmorgue, Aug 2022 


